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) GAME DEVICE 

)Abstract: 

OBLEM TO BE SOLVED: To provide a game device capable of 
>ressing the spatial extent of a game space by using bodily sensation 
ration and performing the game of high reality. 

LUTION: This game device for computing the game space where the 
ne is performed based on a prescribed game program and performing 
ture display on a display 30 as a game screen for which the game space 
/iewed from a prescribed view point position is provided with a sound 
nal computing part 220 for computing and outputting the sound signals 
an event based on the data of the event generated inside the game 
ace and a vibration signal computing part 230 for computing the vibration 
nals of the event based on the data of the event, obtaining the pseudo 
ration transmission time of event vibration based on distance data from 
event generation position to a player character position and outputting 
3nt vibration signals after the lapse of the pseudo vibration transmission 
le after the event generation time. Then, the extent of the game space is 
Dressed by the output time difference of event sound and the event 
ration. 
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OTICES * 

an Patent Office is not responsible for any 
ages caused by the use of this translation. 

lis document has been translated by computer. So the translation may not reflect the original precisely. 
'** shows the word which can not be translated, 
the drawings, any words are not translated. 



\IMS 

!im ( l]\n the game equipment which carries out image display of the game screen which calculated game space 
•re a game is performed based on the predetermined game program, and looked at said game space from the 
ietermined view location A sound signal operation means to output in quest of the sound signal of said event based 
he data of an event generated in said game space, While searching for the oscillating signal of said event based on 
voice output means which carries out the voice output of said event sound signal, and the data of said event Based 
>ame space data the false oscillating transfer time of the event vibration from an event generating location to the 
rtion of the player character is found. An oscillating signal operation means to output said event oscillating signal 
r said false oscillating transfer time progress from the time of said event generating, Game equipment characterized 
expressing the spatial breadth of said game space according to said event voice and the output time difference of 
nt vibration including the oscillating output means which carries out the oscillating transfer of said event oscillating 

dm^Ut^rame equipment which said oscillating output means is formed in claim 1 using the loudspeaker for 
illating generating prepared in the seat of a player, and is characterized by said oscillating signal operation means 
putting the oscillating sound signal for said loudspeaker drive for oscillating generating as said event oscillating 
lal 

aim 31 Said oscillating signal operation means is game equipment characterized by forming said false oscillating 
isfer time so that the false oscillating transfer time which is set up in either of claims 1 and 2 corresponding to the 
ance data from an event generating location to the location of said player character, and corresponds based on said 

.ance data may be found. . - 

aim 4] A player actuation means to input the actuation signal which controls a player character in either of claims 1-3 
acluded Based on a predetermined game program and said predetermined input signal, game space where a player 
racter appears and a shooting game is performed is calculated. It is formed so that image display of the game screen 
ich looked at said game space from the view location of said player character may be earned out. Said sound signal 
•ration means Based on the data of a shooting event generated in game space, it is formed so that the sound signal ot 
i event may be searched for. Said oscillating signal operation means Game equipment characterized by being termed 
ed on the data and game space data of said shooting event so that the oscillating signal and false oscillating transfer 
e of said event may be found. 



anslation done.] 
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TAILED DESCRIPTION 



tailed Description of the Invention] 

dd of the Invention] This invention relates to the game equipment which outputs the sound signal of the event 
erated in said game space while carrying out image display of the game screen which looked at game equipment, 
ecially game space from the predetermined view location. 
02] 

ckground of the Invention] Conventionally, while carrying out image display of the game screen which looked at 
:ie space from the predetermined view location, the voice output of the sound effects (for example, the discharge 
nd of a cartridge, a hit sound, etc.) of various kinds of shooting events generated in this game space is earned out, 
it consists of shooting game equipment so that the reality of a game may be raised. 

03] The product called the "cyber-thread" which is these people's product as such shooting game equipment is 
»wn. The player tank which a player drives can appear on a game screen, and this game equipment can enjoy a 
oting game between the enemy tanks which this player tank, other players, or a computer drives. 
04] And using the technique of a computer graphic, this game equipment constitutes three-dimension game space, 
I it is constituted so that image display of the scene seen from the view location set up by arbitration in game space 
y be carried out on a display as a game screen. For this reason, a player can move about the inside of the virtual 
;e-dimension game space calculated with game equipment freely, and can enjoy a game with a more high reality. 
05] and when the event screen where an enemy tank is destroyed will be displayed on a game screen if the event of 
cartridge discharged from the player tank hitting an enemy tank occurs, the hit sound at this time is outputted as 
ait voice from a loudspeaker, an actual tank is driven further and it is fighting with the enemy tank, it is the same 

ling, and playing cuts. . 
06] Conventionally, with such game equipment, in order to raise the reality of a game more, technique, such as 
lysonic is used and there are some which were constituted so that a discharge sound, a hit sound, etc. of a cartridge 
»ht be made to feel as subsonic vibration to the player which sat on the seat. Thereby, since a player can sense the 
:nt sound generated in game space, for example, the hit sound to the enemy tank of a missile etc., also as somesthesis 
ration, it becomes possible [ enjoying a shooting game with a more powerful sound ]. 

'obiem(s) to be Solved by the Invention] However, when various kinds of events occurred in game space, the signal 
the low-frequency component contained in the sound signal of the event was used for the somesthesis oscillating 
leration system using technique, such as the conventional bodysonic, as a signal for oscillating generating. Therefore, 
en the event generated in game space, for example, the missile which the player tank launched, hit an enemy tank, 
s somesthesis-production could not be separated from voice, and could not be performed, but there was a problem 
t three-dimension-breadth of false three-dimension game space could not be expressed as somesthesis vibration. 
»08] For example, the case where the event of the missile launched from the player tank hitting an enemy tank occurs 
issumed. While carrying out [ voice /, such as a hit sound, / event ] the voice output from the loudspeaker with 
wentional game equipment at this time, by the low-frequency component separated from this event sound signal, 
jysonic was driven and it had become the configuration of generating somesthesis vibration. For this reason, the 
>nt voice and the vibration corresponding to it occurred in coincidence mostly, and there was a problem that breadth 
the virtual three-dimension game space reflecting the distance to the situation, for example, the player character and 
event generating point, in three-dimension game space, the building which exists in that perimeter, geographical 
iture, etc. could not be expressed. . 
)09] the breadth of game space with the purpose this invention is made in view of such a conventional technical 
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>lem, and spatial - somesthesis vibration -- using it can express - more -- a reality -- it is in offering the game 
pment which can perform a high game. 

ans for Solving the Problem] In order to attain said purpose, invention of claim 1 In the game equipment which 
ies out image display of the game screen which calculated game space where a game is performed based on the 
letermined game program, and looked at said game space from the predetermined view location A sound signal 
ration means to output in quest of the sound signal of said event based on the data of an event generated in said game 
>e While searching for the oscillating signal of said event based on the voice output means which carries out the 
•e 'output of said event sound signal, and the data of said event Based on game space data, the false oscillating 
sfer time of the event vibration from an event generating location to the location of the player character is found. An 
Hating signal operation means to output said event oscillating signal after said false oscillating transfer time progress 
n the time of said event generating, It is characterized by expressing the spatial breadth of said game space according 
aid event voice and the output time difference of event vibration including the oscillating output means which carries 
the oscillating transfer of said event oscillating signal at a player. 

11] Thus with the game equipment of this invention, according to game advance, the operation ot the game space 
;re a game is performed, especially three-dimension game space is performed, and image display of the game screen 
ch looked at this game space from the predetermined view location is carried out on a display. 
1 21 In such game space, the game program is set up so that various kinds of occurrences may occur as an event 
Drding to the contents of the game. For example, it consists of shooting games so that events, such as discharge of 
cartridge from a player tank, hit destruction to an enemy tank, and an attack from an enemy tank, may occur 

BVAnd if such an event occurs in game space, a sound signal operation means will calculate the sound signal of the 
responding event based on this event data, and it will carry out a voice output from a voice output means. Thereby, a 
)er can generate an event for a game with visual and acoustic-sense-pleasure. 

1 41 While searching for the oscillating signal of an event with which an oscillating signal operation means 
responds with the game equipment of this invention based on said event data at this time, the false oscillating transfer 
e of this event vibration is found. That is, after generating event vibration based on the game space data from the 
ition of the player character in game space to an event generating location, the false oscillating transfer time taken to 
ismit this to a player character location is found. And said event oscillating signal is outputted after false oscillating 
isfer time progress from the time of said event generating, and it is constituted so that it may transmit to a player as 
ration for event somesthesis. 

151 Thus with the game equipment of this invention, the spatial breadth of the game space where the player 
racter moves can be expressed using the output time difference of event voice and event vibration, and it becomes 
sible to obtain the game equipment of a high oscillating somesthesis mold of a reality more. 

161 In addition, synchronizing with event generating, a sound signal operation means may be constituted so that the 
■ration output of said sound signal may be carried out, but though it expresses spatial breadth according to the output 
e difference of the display and voice output of a game screen, it is good. In this case, what is necessary is to find the 
;e voice transfer time of the event voice from an event generating location to a player character location, and just to 
.stitute based on game space data, so that a sound signal may be outputted after this false voice transfer time progress 
m the time of event generating. In this case, it calculates so that the time difference which reflected game space data 
ween false voice transfer time and the false oscillating transfer time mentioned above may arise. When various kinds 
-vents occur in game space by doing in this way, the location which this event generated, the geographical feature ot 
t perimeter etc. can be expressed with reality using a game image, event voice, and the output time difference ot 
•nt vibration Thereby, a player can feel the spatial breadth of the virtual three-dimension game space which the event 
lerated as a-like [ INL / **-] and acoustic-sense-somesthesis-time lag, and can realize the game equipment in which a 
ne with a more high reality is possible. . 
•17] Moreover, in this invention, as said oscillating output means, a loudspeaker, other oscillating generation sources, 
can be used, and the fitting location can be suitably chosen according to the contents of the game. For example, 
at is necessary is for said oscillating generating means just to consist of what performs a game while you could 
pare in the seat of a player and the player had stood so that vibration may be told to a player control unit etc. when a 
yer sits on a seat and performs a game. . 
)1 81 Moreover what is necessary is just to use data, such as data, such as distance from an event generating location 
a player character location, and geographical feature of an oscillating transfer path, and an obstruction which exists 
ween them further, as said game space data according to the contents of a game, for example. 
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91 Invention of claim 2 is formed in claim 1 using the loudspeaker for oscillating generating by which said 
Hating output means was formed in the seat of a player, and said oscillating signal operation means is characterized 
•utputting the oscillating sound signal for said loudspeaker drive for oscillating generating as said event oscillating 
al 

>01 Thus according to this invention, a player can be made to feel event vibration through a seat. 
>11 When generating somesthesis vibration especially using the loudspeaker for oscillating generating, compared 
[ the case where oscillating output means, such as vibrator, are used, a delicate vibration can also be generated and a 
l somesthesis vibration of a reality can be impressed more in a player. 

>21 Moreover in either of claims 1 and 2, said oscillating signal operation means is characterized by being formed so 
'said false oscillating transfer time may find the false oscillating transfer time which is set up corresponding to the 
ance data from an event generating location to the location of said player character, and corresponds based on said 
ance data by invention of claim 3. 

>31 Thus according to this invention, since false oscillating transfer time is set up corresponding to the distance data 
n an event generating location to a character location, the distance-breadth of game space can be expressed as event 
;e and output time difference of event vibration. 

Ml Invention of claim 4 includes a player actuation means to input the actuation signal which controls a player 
racter in either of claims 1-3. Based on a predetermined game program and said predetermined input signal, game 
-e where a player character appears and a shooting game is performed is calculated. It is formed so that image 
Say of the game screen which looked at said game space from the view location of said player character may be 
•ied out Said sound signal operation means Based on the data and game space data of a shooting event which are 
erated in game space, it is formed so that the sound signal of said event may be searched for. Said oscillating signal 
ration means It is characterized by being formed based on the data and game space data of said shooting event, so 
me oscillating signal and false oscillating transfer time of said event may be found. 

251 Thus according to this invention, explosions, such as a shooting event, for example, discharge of a cartridge and 
act and a target etc. can be expressed in shooting game space as what has spatial breadth using event vibration and 
io output time difference, and the shooting game equipment of a high somesthesis mold of a reality can be realized 



re. 
26] 



ibodiment of the Invention] Next, the gestalt of suitable operation of this invention is explained to a detail based on a 

271 A suitable example of the game equipment of this example is shown in drawing 2 . In virtual three-dimension 
tie space as shown in drawing 3 , the game equipment of an example is constituted so that the player tark 300 which 
ae player character which Player P controls may perform the three-dimension shooting game which battles among 
er tanks 304 Player P operates the handle 12 which is a control unit, an accelerator 16, and the brake which is not 
strated and drives the player tank 300 projected as shown in drawing 4 on a display 30. That is, Player P can move 
.ut the inside of the player field 320 set up in virtual three-dimension game space freely all around by driving this 

■28] TWs player tank 300 is equipped with the gun as an item for an attack, and a cartridge can be discharged from 
i gun by operating the trigger carbon button 14 prepared in the handle 12. 

29] The loudspeaker 40 for voice outputs of two right and left is formed near the headrest of a seat 10, and the voice 
8GM narration, and the various events further generated in game space is outputted to it. Thereby, a player can 
oy a game visually and in acoustic sense with the combination of the game screen displayed on a display 20, and the 
ce outputted from a loudspeaker 40. 

,301 In addition, with the game equipment of an example, the low frequency mold loudspeaker 50 for oscillating 
lerating is formed in the pars basilaris ossis occipitalis of a seat 10. And if various events occur in game space, this 
dspeaker 50 will drive and somesthesis vibration doubled with the event generated in game space will be transmitted 
i seat 10, and it is constituted so that the same somesthesis may be given with having ridden on the tank actual to the 
yer which sat on the seat 10. , 
(311 When the cartridge which the player discharged for example, in game space hits an enemy tank by this, while the 
sound is outputted from a loudspeaker 40, the impact at that time is transmitted to Player P as somesthesis vibration 
m a loudspeaker 50, and game production with a more high reality can be performed. 

1321 The attaching structure of said loudspeaker 50 for oscillating generating is shown in drawing _5 . In the example, 
• seat 10 is formed in the hollow configuration using plastics etc., and opening 10a almost equal to the diameter of a 
idspeaker 50 is formed in the pars basilaris ossis occipitalis. And the loudspeaker 50 is being attached and fixed to the 
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basilaris ossis occipitalis of a seat 1 0 so that vibration may be transmitted towards the inside of a seat 1 0 through 
ling 10a. Both are joined by the adhesion condition so that air may not leak from the woofer of a loudspeaker 50, 
the clearance between seats 10 at this time. 

.31 Thereby a loudspeaker 50 will be transmitted by the whole seat 1 0 which vibration of this loudspeaker 50 
ime the compression^ wave of air by making it vibrate with 60HZ extent, and carried out the hollow configuration 
the part especially hung on a foot from the waist of a player, and the vibration corresponding to the event generated 
ame space can be effectively transmitted to a player. , • ui 

141 The game field 320 by which an operation setup is carried out with the game equipment of an example is roughly 
vn in drawing 3 . In this game field 320, the various geographical feature, for example, building 330 grade ot the 
e dimensionlet up by the game program is arranged in the proper place, and it is constituted so that the player tank 
and other tanks 304 may move freely and can turn around the inside of this game field 320. And the imagination 
v location 340 is set as the back predetermined location of the player tank 300 towards the player tank 300 and 
ee display of the visual field which looked at the game field 320 which spreads ahead of the player tank 300 from 
view location 340 is carried out as a game screen on a display 30. Therefore, based on this game screen Player P 
rl^the actuation means of handle 12 grade, drives the player tank 300, and attacks the enemy tank 304. The enemy 
• 304 also moves in the game field 320 top based on a game program, and attacks the player tank 300. In addition if 
e two or more game equipments are connected, a game system can also be built as a game of the waging-war mold 
l which other players operate other tanks 304. 

551 An example of the game screen displayed on a display 30 is shown in dra_wmg_4 . In an example, the player tank 
which a player drives, and its collimation 302 project on a display 30, and a player sets an aim to an enemy s tank 
grade using the collimation 302 of a display mostly displayed in the center, operates the trigger carbon button 14 
:harges a cartridge, and delivers an attack to an enemy. Naturally an attack using the cartridge from an enemy s tank 
is delivered also to the player tank 300. 

36] Moreover, a player needs to attack an enemy tank, driving the player tank 300, as the attack from a partner is 

371The functional block diagram of the game equipment of an example is shown in drawing. 1 . 

38 This game equipment is constituted including the player control unit 100, the data-processing section 200 the 

ge composition section 1 10, a display 30, the loudspeakers 40 and 40 for voice outputs, and the loudspeaker 50 for 

msM&W™™*^ unit 100 is a part which the player of the handle 12 shown in drawing! , an accelerator 16, 
brake which is not illustrated, and trigger carbon button 14 grade operates. O ,„ lloteo , 

401 In addition to this, said data-processing section 200 is constituted including the processor which calculates a 
oting game based on the memory the predetermined game program was remembered to be, said game program the 
ut signal from a control unit 100, etc., required memory, etc. In drawing 1 , it expresses to that function as functional 
ck oavine attention to this data-processing section 200. 

£] Th£ data-processing section 200 is constituted including the game operation part 210, the sound signal operation 
1 220, and the oscillating signal operation part 230. . norfnrm ~A on 

421 Said game operation part 210 calculates game space where a game as shown in drawing 3 is performed based on 
input siialfrom a predetermined game program and the predetermined player contro unit 100. And the scene 
ZooZ at Oris game space from The view location 340 set up corresponding to the player tank 320 is calculated as 
ame screen, and image display of the game screen as shown in drawing 4 is earned out on a display 30 using the 

43 e me P g 0 ate opemtn part 210 moves the enemy tank 304 not only based on the player tank 300 but based on a 
ne prognan into the game field 320, and makes an attack to a player tank deliver at this time. Therefore, various 
nts STs events, such as discharge of the cartridge from the player tank 300 or the enemy tank 304, and a hit on 
other party tank of these cartridges, have occurred at any time in this game field 320. **** t i« 

.44] In order to make the voice and vibration corresponding to the various events generated m game space the 
ne operation part 210 is turning and outputting the game operation data to the sound signal operation part 220 and the 

^The^ 220 is based on the game operation data inputted by doing in this way, and 

ge generating of the event in game space. And when it is judged that the event occurred, the sound signal of the 
fnt concerned is calculated as a stereo sound of two right and left, and a voice output is earned out from the 
^speakers 40 and 40 of a pair through amplifier 1 20 and 1 20. 

>46] In addition, since the class of event generated in game space is restneted, the sound signal of the event 
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-standing to the class of event etc. is beforehand memorized in memory etc., and the sound signal operation part 
consists of shooting game equipment of this example so that the event sound signal corresponding to the class of 
rated event may be read from memory and may be outputted. 

171 Although it constitutes from this example so that the operation output of the sound signal for events may be 
iea out at generating and coincidence of an event in game space, based on the game space data for example, the 
ince data etc from the event generating location to the player tank 300 etc., false sound signal transfer time is 
ulated if needed and you may make it output an event sound signal after this transfer time progress from the time ot 
it generating If it does in this way, since it will be behind predetermined time from the game screen for event 
rating displayed on a display 30 and event voice will be outputted from it, the three-dimension-breadth of game 
;e can be directed acoustically. . <->„a*u -u 

181 Moreover, said oscillating signal operation part 230 is constituted including the memory 240 the oscillating 
al of the event vibration corresponding to the class of event beforehand generated in game space was remembered to 
\nd the oscillating signal operation part 230 is based on the game operation data inputted from fee game operation 
210 judges generating of the event in game space, and when it is judged that the event occurred, it finds the false 
Hating transfer time of event vibration based on the game space data from the event generating location to the player 
- 300 And the event oscillating signal corresponding to after [ from the time of event generating ] said false 
Hating transfer time progress is read from memory 240, it outputs towards amplifier 1 30, and event vibration is 
erated from the loudspeaker 50 for oscillating generating. 

191 In addition, although the oscillating signal operation part 230 may calculate said false oscillating transfer time 
i time the oscillating signal operation part 230 of this example has carried out the multi-statement of said false 
Hating transfer time beforehand into memory 240 corresponding to the distance data from an event generating 
ition tl a player character location. And the false oscillating transfer time which corresponds based on the distance 
i from the player character 300 to an event generating location was read from memory 240, and the output timing ot 
jvent oscillating signal is determined. 

501 Thus according to this example, it can express as a time delay of oscillating transfer of the spatial breadth of 
le space by considering as the configuration which generates event vibration after false oscillating transfer time 
eress from generating of an event. . 
511 Especially with the game equipment of this example, event voice is outputted to event generating and 
icidence from a loudspeaker 40, it is behind after that predetermined time, and event vibration occurs from a 
ispeaker 50 For this reason, after it hears event voice from the loudspeaker 40 prepared in that headrest, the player 
ch sat on the seat 10 will feel event vibration after a while, and thereby, a player can realize distance to the event 
erating location in game space, geographical feature in game space, etc., and it can perform a game with a more high 

52l'ln addition, the oscillating signal at the time of colliding with the oscillating signal and enemy showing vibration 
he caterpillar of a tank etc. is memorized beforehand, and you may make it output as vibration from a loudspeaker 50 
nemory 240 according to a game situation if needed. Moreover, it may change to this and vibration which drove and 
ntioned the loudspeaker 50 above using the low-frequency component of an event sound signal, for example, 
ration of a caterpillar etc., may be generated. . 
53] An example of somesthesis oscillating generating actuation of the game equipment of this example is shown in 

541Withthe W game equipment of this example, as shown in drawing 7 , the distance from the player tank 300 to a 
>et is set as five steps of 11 and 12 -15. And according to the distance to the impact location of the gun discharged 
m the player tank 300, each event oscillating signal and false oscillating transfer time of a hit and a blank are 

°55l FurtSorTas sho^Sr^ing 6 , when a gun is discharged from the player tank 300, the event oscillating 
Ml which shows signs that it is reflected from the surrounding building 330 as vibration, and I the reverberation gets 
oss to the player tank 300 is memorized by memory 240. According to the distance L from the player tank 300 to the 
,o object of surrounding building 330 grade, the setting storage of the false oscillating transfer time of the event 
dilating signal of this echo vibration is beforehand carried out similarly into memory 240 

,56] And if the case where discharged the gun as shown in enemy tank cliff ****6 , and this gun hits an enemy tank is 
umed from the player tank 300 which is battling against the enemy tank 304 in the game field 320 as shown in 
wing 3 the oscillating signal operation part 230 will judge generating of 1 st event called discharge of a gun and 2nd 
mt called a hit on an enemy tank based on the operation data of the game operation part 21 0, respectively^ 
)57] And as shown in drawing 8 , when 1st event called discharge of a gun occurs to the timing of tO, as shown in 
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vine 6 the distance L of the player tank 300 and the surrounding echo object 330 is found, and the oscillating 
sfer time deltatl until it is reflected by the surrounding reflective object 330 and vibration caused by discharge of a 
returns from this distance data L is calculated. And the oscillating signal corresponding to the 1st event from 
nory 240 is read from the discharge timing tO of a gun after deltatl progress, and fixed time amount generating of 
vibration is carried out from the loudspeaker 50 for oscillating generating. Thereby, a player can feel the 
graphical feature around the player tank 300 by event vibration generated behind time after gun discharge, and can 
;e the three-dimension-breadth of game space with the whole body. 

58] And if the 2nd event in which the cartridge of the gun discharged to the timing of t20 hits the predetermined 
ance detached building **** tank 304 occurs, as for the oscillating signal operation part 230, an event generating 
ition to the player tank 300 will calculate event oscillating transfer time **tl0 based on distance data. And at the 
; of the 2nd event generating, after time amount **tt20 tolO progress, the oscillating signal corresponding to the 2nd 
nt and the oscillating signal caused by explosion of an enemy tank in this case are read from memory 240, and fixed 
2 amount generating of the event vibration is carried out from a loudspeaker 50. 

591 Thereby by time lag **tl0 after the 2nd event occurs and event voice is outputted until it feels vibration, a 

/er can understand the distance to the defeated enemy tank 304 in somesthesis, and can perform a game with a more 

ensive x*62il tec 

50] In addition when it constitutes so that it may be behind predetermined time **tl 1 and the hit sound to an enemy 
c may be outputted according to the distance from an event generating location to a player tank as mentioned above, 
desirable on game production to calculate, as set up time delay **tl0 of hit vibration more greatly and the distance 
n an event generating location to a player tank reflected in time difference **tl2 of both ** compared with these hit 
nd lag time amount **tl 1 . Time difference **tl2 after a hit sound occurs by doing in this way until hit vibration 
urs can express the spatial breadth of three-dimension game space with reality. 

61] In addition, this invention is not limited to said example and various kinds of deformation implementation by 
din the limits of the summary of this invention is possible for it. 

62] For example, although said example explained taking the case of the case where a loudspeaker 50 is used as an 
illating generation source, not only this but the need responds to this invention, and it can also use the oscillating 
eration source of an except, for example, vibrator etc. 

63] Moreover with game equipment which not only the seat 10 but a player stands also as for the setting location ot 
1 oscillating generation source, and performs a game, the oscillating generation source attachment structure where 
ration gets across to handle 12 grade may be adopted. 

64] Moreover, what is necessary is to be able to apply this invention to various games not only this but other than 
; and just to form it in this case according to the event according to the contents of the game so that the voice of said 
nt and event vibration may be generated although the case where this invention was applied to the game equipment 
ich performs a shooting game was ******(ed) with the example in said example. 

65] In addition, this invention 'explained above can be carried out using all hardware regardless of home use and 
•iness use Drawin_g_9 is drawing showing an example of the hardware configuration of game equipment. As for the 
ne equipment shown in this drawing, CPU1000, ROM1002, RAMI 004, the information storage medium 1006, 
ech synthesis IC 1008, the oscillating sound composition IC 1030, the image composition IC 1010, and I/O Ports 
12 and 1014 are mutually connected by the system bus 1016 possible [ data transmission and reception ]. And a 
play 1018 is connected to said image composition IC 1010, a loudspeaker 1020 is connected to said speech synthesis 
1008 the loudspeaker 1032 for oscillating generating is connected to said oscillating speech synthesis IC 1030, a 
itrol apparatus 1022 is connected to I/O Port 1012, and the communication device 1024 is connected to I/O Port 
14 

166] The information related to game titles, such as a game program and space information of GAME STAGE, in said 
ormation storage medium 1 006 is mainly stored, and CD-ROM, Game ROM, a memory card, etc. are used. In 
lition the type which can write in and save the predetermined information according to the contents of a game is also 
■A. Moreover, said ROM 1002 is a means to mainly memorize the information which is not related to game titles, such 
initialization information on the body of game equipment. 

(671 Said control apparatus 1022 is equipment for inputting into the body of game equipment the result ot the 

vision which a play person makes according to game advance, and the thing of the pad type widely used for home use, 

andle an accelerator which are used for a business-use drive game, etc. are mentioned. 

)68] And according to the signal inputted by the system program stored in the game program stored in said 

ormation storage medium 1006, or said ROM 1002, or said control apparatus 1022, said CPU 1000 performs control of 

: whole game equipment and various data processing. Said RAM 1004 is a storage means used as a working area of 
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CPU 1000, and the predetermined contents of said information storage medium 1006 and said ROM 1002 or the 
lit of an operation of CPU 1000 is stored. . 
59] Furthermore, speech synthesis IC 1008, the oscillating sound composition IC 1030, and the image composition 
010 are formed in this kind of game equipment, and voice, vibration, and the suitable output of an image can be 
brmed now Said speech synthesis IC 1008 is a circuit which compounds a sound effect, game music, etc. based on 
information memorized by the information storage medium 1006 and ROM 1002, and the compounded music is 
jutted by the loudspeaker 1020. Moreover, said image composition IC 1010 is a circuit which compounds the pixel 
.rmation for outputting to a display 1018 based on the image information sent from RAM 1004, ROM 1002, and 
.rmation storage medium 1006 grade. Said oscillating sound composition IC 1030 is a circuit which generates a 
lesthesis oscillating signal based on the information memorized by the information storage medium 1006 and 
Ml 002, and vibration is outputted from a loudspeaker 1032. 

70] Moreover said communication device 1024 exchanges with the exterior various kinds of information used inside 
le equipment,'and is connected with other game equipments, and the predetermined information according to a game 
gram is sent and received, or it is used for sending and receiving information, such as a game program, through a 
lmunication line etc. 
71] 



anslation done.] 
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